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Spaceflight Options 



Get to the Spaceflighl Options screen by pressing 

Skill 

There are three skHt teveis, 

ROOKIE. Enemies are less powerful and easier 
to hit on Rookie, if can be used the whole way 
through tbe game or ran be used for [ust the first 
few missions while you get tbe hang of the game. 

If it's not bard enough, you can always switch up 
too higher difficulty level 

VETERAN. Enemies are tougher and harder to 
hit. Players familiar with Wmg Comankt™ or 
other space combat games might want to start on 
the Veteran setting. 

ACE. This is G good skill level for players already very fomilior with the (ommonder universe, who find 
Veteran way too easy or who ore osing the Analog Joystick. Watch out, though: this skill level will be hard. 
Enemies are much tougher, much harder to hit and use missiles much more frequently. In short, if you con 
complete this game on Ace using the directional huflons, you've earned bragging rights. 

// you're Auvfng a tough time on u portkuk mission, just sm/cli oi^er to llookk, (ompfeto your 
objortives, and then swikh bock (you might mat to mke use of this feuture in h Ooad lone. 
And don't worry, if you decide to go Rookie invuinerohk at any point in the game, we won't teiilj 








Invulnerable 

All gain, no pain: you mnof h. Kjy can sftll lose missbm, though, if you fail to ocwfnptisb your 
ohjecim. Jura it on or off hy pressing 0 or 0. 

^ Sound 

^ The slider bar (> or controls h volume of $Qur\d effects. 


Music 

Jhe slider bar (t> or <i J adjusts the volume of the background 


musK. 


Stereo 

Turns the stereo effect on or off by pressing or <1. 


Subtitles 

You con fum sot/Zte on or o ff by pressing i> or <1. 

Controller (Modes) 

There ore three modes (see next page) and five controller setups (see poges 26 29 and bock cover). 
Modes control whot goes on while you're in the cockpit Jhe setups change which buttons control 
which functions. 


Arcade Flight Mode 

Al[ the cuslomiicifions are ON (see below), Ir's ibe easiest mode to play in — the gome does all the hackground 
stuff so you can concentrate on flying like a pro. 


Sim Flight Mode 

Torus all the costomiiotioos OFF (see below). Tbts mode isn't easy — you've go! to moke all the decisions, even 
in the heat of battle. 


CUSTOMIZATIONS 

Smart Missile. The computer will pick the best missile to use on your target. You can't mess up and send the 
wrong kind. 

Full Guns Only. Gives 'em all the gun power you've got... every time you fire. (Except "special'' weapons like 
Leech ond Scatter guns—they only fire when you specifically select them.) 

Quick Conttns. If the computer can guess your answer, it will take care of things for you. You only have to onswer 
"yes or no" questions. 

Speed Mukhing. CONSIAttT matching keeps you at your target's speed, whether he accelerates or stops. SNAPSHOT 
is more like cruise control — you match his speed to begin with, and then your speed stays constant regardless 
af changes in your target's speed. 

Auta knding. Get close enough to your carrier, and you'll just cruise on in. 



Note: Indlvlduol commands listed here ore for the default [Actioril ConIrollerMode. To find eutwhol olher boHons 
are ossigned to eorh function, look on poges 26 29. 



1. Radar 

2. Gunsight 

3. Communkations Panel 

4. Weopons Loadaut nnd Active Gun/ 

Missile 

5. Gun Favorer Indicator 


6. Fuel Indicator 

7. Speed Indicotor 

8. Autopilot Indicator 
9.1.T.TS. 

10. Target ID ond Profile 


Lock On 

When mmms, tome In range, you automaticolly target the nearest enemy. Press (§) to cycle through the ovailoble 
targets; you con fell wbal is targeted because youll see o square around it when you look out the vrewscreen. 


Reit sqjare 
Blue square 
Green square 

White square 


Jargeieii enemy ship 

Targeted friendly ship 

Missile locked onto 
you, or a disabled ship 



Ship currently 
rommu/i/fa//ng with you 


Your target's profile shows up in the lower right side of the screen. When the ship flies out of view, o yellow 
diamond appears on the edge of the viewscreen to show whot direction you need to turn to find if again. 









Radar 

It daesn't toke Icng Id get the hang of the radar. The center circle shows what is ahead of you, visible through the 
cockpit, Whotever nppeors lit the outer circle is behind you. In other words, if It's in the upper port of the outer 
ring, it's behind you, and higher than you ore. If it's in the lower port of the outer ring, it's behind you ond coming 
from below. The four middle quadrants show what is directly above, below or alongside you. 


Red f/temy fighter 


Blue friendly fighter 


Orange Enemy capital ship 


Pale Blue friendly capital ship 


Yellow Missile 


White Next nav point 


Purple Ejected pitot 


You got it... tho gool is to maneuver the red and orange dots into tb center circle and then blast ^em. 


Gunsight 

H The red circle in the middle of the viewstreeii is where your ship's guns 
aimed, 

COMMUKICATIONS 


Sometimes you need to talk to someone In another ship. Whenever you can 
communicate with onyone else, the lower left corner of the screen shows the potential 
receivers, (Sometimes, the intended receiver needs to be torgeted first — see lock 
On, poge i) When e pilot communicates with you, an image of the sender appears 
in the lower left. 



fni Cycle through the communications options. 
HD Select the message you wo nt to send. 


WiNGMAN Orders 

There ore two messoges you can send at any time. 


+ ® 

Break and Attock 

Tells your wingman to break formation and attack 
enemy ships. 

+ @ 

Taunt Enemy 

Insults the targeted enemy lighter. 












Shields and Armor 


Armor the actual metal casing of your ship, while shields are ihe energy buffers that 
absorb incoming fire. When your shields are overloaded, they'll stop working... and 
your armor will start taking damage. Unless your shield generator is destroyed^ your 
shields will regenerate and be as good as new after a few seconds. Once your armor 
is hit, though, it's going to be dented until it gets hainnnered out — if you're lucky. 
If your armor gets punctured, your ship explodes. It's that simple. 

Shield status is shown by the ship "shelP' shown in the lower left viewscreen. Armor is represented by the inner 
part of the ship icon. Color indicotes the ormor status. 

Green Mo domage 
Yellov Light armor damage 
Red Heavy armor damage 

Weapons Loadout 

Whatever gun(s) and missile are loaded and ready ro go can be seen In the upper right of your vlewscreen. 

Guns are powered by your ship, while missiles are self-powered. Ihe types of guns 
ond missiles available vary occording to the fighter you he flying. 

Unless you choose otherwise, every time you pull the trigger, you'll fire all your guns 
at once. That runs down your gun power quickly. Turning FULL GUNS off [see 
Customizations, page 3] saves more power, hut you get less punch per hit, 

Some ships have "speclor guns that you can cycle through —they appear on the IrsI after the regular guns. 




Target ID 

When ships come into view, your onboard computer targets the closest enemy ship. The targeted ship has brackets 
around it, and appears as a cross on your radar. 

Text above the lower right viewscreen Identifies the lype of ship and tells you how far away it Is (In kllcks), 

I I Red square Enemy ship 

I I Blue square Friendly ship 


Target Profile 

Once a ship is identified, its profile appears in the lower right viewscreen. The dark green 
sphere indicates ils shield strength. Quadrants of ihe sphere change from green lo yellow 
to red as its shields diminish, and then disappear when you disable a section of your 
enemy's shields. After thot, os the enemy tokes armor domage, the profile of the ship 
itself turns from green to yellow to red. 

When you have an oce lorgeted, the word "Ace" appears neor the ship's no me. 



Gun Power Indicator 

The colored arc on the right of the viewscreen Indicates the power level of your ship's active 
guns. Every shot tokes o little bit of energy. If you lire all your guns at once, your power drains 
faster. If you run out of gun power, itil take a few seconds for your ship to recharge them fully 
— as long as your ship's power generolor isn't damaged. 











A 


Fuel Indicator 

The [olored arc at the top of the viewscreea shows how much 
fuel you have. Afterburners are great — they help you 
outrun a tough situation or get on the tail of the enemy. The 
only problem — they burn fuel like you're pouring It down o 
drain. If you run out of fuel, you've got to coast home on nothing but reserve power. How fast thot is depends on 
the ship you're io. 

Speed Indicators 




You've got your choice of two kinds of speed indicators. Set Speed (Set) is 
the little yellow triongle next to the colored arc on the left side of the 
screen. It Indicates the speed that you have set for your ship. Afterburning 
will make you go faster temporarily but when you stop youll return to this 
speed. Klicks Per Second (KPS) is the colored arc (and the number above 
it) — It shows how fast your ship is moving. If you watch, you'll see that il 
changes when you change your set speed, or use your ofterburners. 


When you get on the tail of a ship you've got targeted, it's a good idea to odjust your speed to notch the cjther 
guy's. [To do this outomatically, see Speed Matching, p. 3.) 



AaivE Gun/Missile 

In case you forget, the names of your curreni gun and active missile appear in 
the upper right corner of the screen. 


Autopilot Indicator 


Press JS when the word AUTO appenrs at the top 
of your viewscreen to autopilot to the next nov point. 

Using autopilot is the easiest way to get to the next nnv point. It's like Setting 
someone eke fly the ship while you take o nap or catch up on your reading. If 
you encounler any problems, though, autopilot turns off ond you'll hove to toke 
over. 

You can't autopilot if there are any enemies or haiords nearby. If you try 
anyway, it won't work, and you'll get the message "Enemies near, autopilol not allowed," 



Missile Lock Indicator 


If your missile Indicator comes on, release a decay (@) and afterburn owayl 



It's a serious problem when on enemy's missile gets o lock on you. There are several warnings. The firs! one is the 
Missile Lock Indicator thot oppeors to the left of the rodor. If you're too busy to look 
at your displays (a dangerous habit) you can also tell by the distinctive sirea 
that sounds. If you can seo it through your viewscreen, you'll notice that on 
incoming missile has a green box oround it. 

Remember, you only have a certain number of decoys — you can see how 
many in the pyramid graphic in the upper right corner of the viewscreen. All 
decoys ore exoctly ihe same. See the Coatroller Loyouts, pages 26-29, for other 
ways to drop them. 












Range 

SorreliiTies it's iiard to tell how for owoy something is in space. This 
Indicator tells the exact distance between you and your target. 


Target Damage 

when you want to see how badly your enemy is hurt, check the Target 
Damage indicator. When the arrow reoches the very bottom of the 
scaie, your target is c 


AaiON Sphere 

Pressing sfr^iT brings up a display of the locai area — called the Action Sphere. This pauses the gome. 
Press @ to go to the Options Screen. 

Vou con relate the map by using directional buttons, and can also zoom In and out (ra and iss). 
your current target is displayed in a box in the lower right. You con also cycle through the targets I®). 


Blue Outline Friendly Ship 

Red Outline Enemy Ship 

White Outline Your Ship 

(Sreen Outline Disabled Ship 

Targeting 

You Qutomotkally target the nearest enemy ship and place a red outiine around it. (You 
con only torget one ship ot a time.) Whichever ship is torgeted hos Its profile displayed 
In the lower right corner of the viewscreen. Above the profile Is a description of the type 
of ship It is. 

□ Bfue Square Friendly Ship 

□ Red Square Enemy Ship 

I I White Square Ship that is communicating with you 

Also, remember that the targeted ship shows up os a large cross on the radar. 

When you cycle targeting through the ships that are In the area, the brackets in your viewscreen shift from one 
ship to another. 

When you've got a ship targeted, you can match its speed to moke combat eosier. (See Speed Matching, 
page 1] 



□ 

□ 

□ 







Smart Targeting 

H you don1 want to target friendly ships, you can turn on Smart Tnrgoring (eh ^ @), Wilb Smart Targeting on, 
you only torget enemy ships. With it off, you cycle through all the ships in the area. 

Note: You tan always communicate with your wtngman, even if you can't target them. 


Inertial Targeting & Tracking System (IJ.LSJ 

Aim your guns at the greet] circle. 



All ships come equipped with [.ITS., a system that lets you know how much you must leod your 
target in order to hit him. Whenever you lock onto a ship, the IJ.IS. plates a greett circle on the 
viewscreen whenever the ship is in view and in range of your guns. If you aim for the green circle 
instead of the enemy, you stand a much hotter chance of hitting him. 


Moneuver your ship toward the yellow diamotirf. 



When your torgeted ship moves out of your view, the green circle changes to a yellow diamond. To bring 
the enemy back into vlev;, your best bet Is to turn your ship in the direction of the dkimond. Sometimes 
the diomond will switch from one side to the other—that's because the enemy has passed behind you 
and is now on your other side. If you get confused, check for the red cross on your radur. 


Auto-Targeting 

Ships with AutoTargeting ore a pilot's best friend. It means thot you don't have to keep the green I IIS, circle 
directly in your sights to do damoge — your guns will swivel to compensate for enemy maneuvering or ''drift.'" 
Your guns can't Autolarget if the enemy Is out uf sight, however. 


Missile Lock 



I in view! It tokes a while for a missile to get a (ock. 

Once your missile is locked on target, fire before the enemy gels out 
of sight. You lose your missile lock when he goes off-screen 

After you fire o missile, you can turn your attention to another ship. 

It takes a while far some missiles to colculate all the necessory information to get to their 
torget. Before they've gotten a lock on their target, you con't fire them. Dumbfire 
and Friend or Foe ore exceptions; they don't need a lock, you just point and shoot. 


When you bring n targeted ship in view, red cross hoirs oppear outside the red targeting square and slowly stort 
to move toward the center of the square. You1l hear a distinctive series of tones as the missile works on getting 
the lock. When the lock is complete, you'll hear o chime — you can then fire the missile at will. 


Landing 

Auto landing ON* Bring your carrier into view. It will give permission to loud, and you'll then coast in 
automatically. 

Auto landing OFF. "demoteGet close to your carrier. When it gives permission to lend, hit autopilot 
to coasi in for a "not quite" automatic lending. 

Mornial lanhg. Landing on your own is a little harder. The main trick is to slow down enough. 

1. Moneuver so that your ship faces the launch bay. 

2. Slow down below 100 kps and glide into the launch bay. 

3. Once you've gone for enough, you've lunded. 








Cloaking 

Aher Q while, you'll getyoof hands on q ship equipped witi a cbakrng device thol makes It invisible to other pilots 
for a while, fhe good news is the! any enemy missiles ihct have locked on you will lose track of where you are 
once youVe mmpktely doaltd—and they can't inillate n lock, either. The had news is thot you conh fire missiles 
or guns while douked. Clont/undook by pressing nn + + im. 

When you're cloaked, the viewscreen gets o multi colored effect. 

Escorting Transports 

There ore two things to remember when your mission Is to escort tronsports. 

Fly within 1000 klicks to link up"' with the transport. 

The first thing is that you hnve to establish a link before the mission con begin. To link up, fly within 1000 klicks 
of the transport. Theyll tel you when ihe link is made, and thol they're ready to autopilot. If you don't get 
dose enough, they'll keep telling you that they're reedy for autopilot link. 

Proted the transport. 

During escort duty, it's not enough to kill oil the bsd guys. The whole mission is to keep the fighters from 
destroying the bigger ship. So keep on eye on your rodetr, ond go offer any enemies that heed for the tronsporl. 

Manned Insertion Pods 

Monned Insertion Pods (MIPs) ore torpedo-sized pods used to get commandoes into enemy copitol ships. They ore 
only available lor some missions, and you select ond fire them just like any missile or torpdo. fWHh Smort fAissiios 
OH, you can'l occidenlolly launch a real missile or torpedo when you want to release a MIR) After the mission is 
accomplished, don't forget to Irador in the survivors. 


Tractor Beam 

Using your troctor beam is exactly like firing a gun, except you 
Ao/(/lhe button. When you release tbe button, the troctor shuts off. 

In a tractor beam mission, when you target a MIP or an ejeded pilot — 
and you are dose enough — your tractor beam will automatically be 
seleded. The objed will disoppear from your viewscreen when it has been 
successfully trndored inside your ship. 



Views 

You cun cycle through the possible views [m 4 cEji). [he current view is named at the boltom of the screen. These 
camero settings are temporary and do not save from mission to mission. 

Front View Out the front viewscreen 
Rear Wew Out the rear viewscreen 
Chase View From behind your fighter 

Object View Allows you to ralote the camera 
around pr ship 

Dying 

If you get on the bsing side of u space buttle, a plaque displays: 

fieploy. Returns you to the cockpit so you can take off ogoin with the seme ship/loadout. It's the beginning 
of [he mission. 

Quit. Returns you to the Moin Menu, Ycru can load d game from there. 







OOEESB 

mtfoikr cmmatth Hsttd here mre from /Ae AH/OW /Je/oErfrl coatrofkr sefifp. h M ay/ wfra/ y/fier iyf/ofls m k 
fliiiiynei/ to flwfr aa pog^es 26 - 2 i 

This shor] lutorial will help you get acquainted with the cockpit and bosic ship functions afler youVe started the 
game ond watched the introductiom You moy find this section particularly useful If you're new to the Wmg 
Comander series. (!n fad, if you're just learning, you might find the Invulnerability Option invaluable. See 

Invulnerable, poge 2 J 


Starting 

Usually at the beginning of a mission, you1l find yourself in the cockpit of a fighter, waiting to take off. The 
beginning of the game Is different, since you ore already lounched when you gain control of the ship. 

The first thing to do is become familiar with the cockpit. Maniac will be taunting you to accept his challenge to a 
virtual dogfight, but you con ignare him for 30 seconds. 


Radar Basics 

Look at your rodar (the circular array at the bottom of your screen) and notice that your wingmon shows up os a 
blue dot. The white cross indicates the direction of your next destination, known as a novigatlonol (or nov) point. 

Use your directiofiol buttons to maneuver your ship so that the while cross on your radar moves to the center of 
both the radar and your forward view. You will use the same methods of maneuvering to bring enemy ships in 
front of you during battle. If for some reason you want to heod toword the next nav point before the autopilot 
light comes on, just point your ship at the white cross and fly. 


Speed 

Your ship's speed is shown numerically in the upper lefr corner of your screen (above the speed arc). "KPS" denotes 
the speed ot which your ship Is traveling. 


HI 

Increase throttle. 


Decrease throttle. 

Ei] 4- HU 

Set throttle to zero. 

rm + frtt 

Set throttle to maximum speed. 


AaioN Sphere 

Oisploy your Action Sphere by pressing This 3'D map shows the current nav point. Your ship oppeors in the 
center of the current nav point. Use directional buttons to rotate the map in any direction. 

> ^ ^ Rotote Map. 

@ Cycle through targets. 

(Centers your ship m the map if you tnrget yourself.) 

m/m Zoom in/ioom out. 

Return to normal cockpit view. 










Weapons 

yourw&opon loadout appears in the upper right corner Note that missile hardpoints, selected gun^ missiles and the 
number of decoys are shown here. All ol your ship's guns are automotically active (this can be toggled off in 
Modes — see page 3). If you turn Pul Guns Only off (see page 3) you con cycle ihrough the various guns, but 
Full Guns gives the most punch (and, unfortunately, uses the most fulce). Unless you're in an energy crunch, Full 
Guns is usually the best beh 

The Hellcat has both a particle gun and an ion cannon. 

When you feel comfortable with the above commonds — and you want some practice — take on Maniac's 
challenge. 


Fighting Maniac 

Now you're ready to take on Maniac, If you wont. Accept his proposal by choosing AFFtllMAiiVE, or decline by 
choosing NEGi\ltVE. 


m] 

m 


Cycle through commuEikation choices. 
Select communication choice. 


Your computer has automotically targeted Maniac's ship, placing a box around it on your viewscreen. Maneuver 
your ship so that Maniac Is in the center of your viewscreen, and fly toword him. Maniac may break left or right, 
hut will eventually heod directly toword you. If you dive a litlle, he'll shoot over your head. Then you can pilch up 
into 0 160-degree turn and tall him. 

(g) Fire guns! 


Your I lls, system will kick in whenever he's in view, displaying a green circle, in addition to your red gunsight. 
If you line up the red gunslghl with the green circle each time you fire, you have a much better chance of hitting 
the target. 

(In a real mission, you would be using the Target Cycle feature much more thon you ore now, ogalnst just this one 
opponent.) 


@ Cycle through targets. 






Pirates 

Once you either finish ihe virtual dogfight with Mantoc or decline his challenge, you find two Razor light fighters 
are suddenly buzzing all around you. They appear os red dots on your radar, and one is morked by a red box 
when it oppeoB in the viewscreen. Infornnalion about the ship appears on the lower right side of the screen. 

Tell Manioc to Break and Attack. Hell veer off, and os soon as his system re-tonfigures bock to regulor combat 
mode, hell begin attacking. 


+ @ Break and Attack* 


Press your afterburner keys and maneuver using your directional buttons. Right now, oil you wont to do is keep 
alive until your own systems reconfigure. 


m] + iM] 

<3 Zi \7 


Fire afterburners. 
Maneuver* 


Bahle 

As soon as your guns reconfigure, try to get on the tail of an enemy. If you find yourself overshooting the fighters, 
slow down. It's better to go a little slower thoo to be going too fast, because fSyiirg pasi your opponents puts you 
directly in their gunsights. 


tMl Slow down* 

tHD Speed up. 


Communication 

If you need assislonte, you can try osking your wingmon to help you out. (Unfortunutely Maniac is notorious for 
disobeying any order that might distract him from a torget.) Generally you can command him to attack the ship 
yau have targeted, break from formation ond attack any target he chooses, fly an your wing or return to base. 


^ + Display the available communicalioits In 
^ <1 V f ||0 lov^er leff pQ^f of the viewscreen. 

i> Highlight and select the receiving ship (Maniac). 

^ Choose a message: Attack My Target or 

Help Me Out Here. 

I> Send the message. 









Missile Lock 

Keep fhe enemy in sight end motch your speed to his. 


EH + (A) Match Speed. 


Keep the locked ship in sight until you hear a missile lock tone. (Yoii lose the itiisslle lock if a target moves oal of 
view.) Try to get as close to the other ship os you can before you fire — this gives you a better chance of hitting 
the target. 


® Fife missile. 


Once you hit o target, look to the lower right of your viewscreet^. If ony of the green sections begin turning yellow, 
you're wearing down your enemy's shields. Try to fire wherever the shields ore yellow or red, i.e., weokest. Usuolly, 
you can weaken shields with your guns, then fire a missile for the knockout punch. Razors aren't so tough, though. 
Seven to eight shots with your guns — or one missile — should be errough to destroy a Roior. 


Damage 


[n]+ 0 or Cycle through lower left viewscreen displays. 

To check damage to yot/rship, look to the lower left of your viewscroen. The color of the ship profile indicates the 
system stcrtus: damaged systems ore yellow, critical systems are red, and destroyed systems are black. 

Autopilot 

After you and Manioc have defeated the pirates, look to the top of your viewscreen. When it Is sofe to autopilot to 
the next nav area, the word AUTO will appear. 

When the AUTO light is on, you can autopilot to your next destination rather than taking the time to fly the whole 
uneventful stretch. 


SftECT 


Autopilot toward your next nav point. 



Rear Tunet 


Advanced #1 Controller Layout 

Certeia will not fund-ioi wii spenlk apliars. Those ore 

lisled ia liltcrljr. 


Ship Controls 

iMp Mavcmrt fitcering) 

Tliriyljle Up 

ItirifttleDoffli 

Hflx Throttle 

Win Hircnle 

AfteiliarEier 

Roll Ufi/Righi 
Cycle Camera Views 
Aalofiilot 

Combat 

Fire Gurs 
Fire Missile 
Next Target 
Smarl Tergeliag 
Drop Deroy 
Watdi SpeeJ 
H£xt Goji 
JI/eiir^Mrsa'Ie 


nt?i 

ED 

1ID+ [Ml 
I^+ ED 
HD -I-[Ml 
Ei]+ d t> 
ED + [Ml 


@ 

@ 

[13 + @ 


[n] + @ 

[Ml 4 - (§1 

[m + @ 


[jar [lD4[mJ+11I1 + [sI1+ ,!!!■+ =F!;t 

Cloak Ship [iog|le] Ei] + o + la + eh 

COMMS 

Toitil Enimy @ 

Break and flJIatk + @ 

tomrrofflVcr/Mrjj wrt Mfr Ses/ect Comrr? OH: 

Cycle Ceoim Optiaa Ea 

Select Como] Op-tiiNi M 

(mmiMa:ing wirt telt Sfifecf fomm O^f: 

Viemcreeri [iDggle/seleftor) laa 4 *> 4 i ^ 


Options 

Nevr Gome hold J!!?r + for 2 secords 

Adioti Sphere/Paase 

Oplkwis Menu (front Action Sphere] ® 


AaiON Sphere Controls 


Rotate Mop 
Zoom In 
Zoom Out 
Cycle Next Target 
OptiOAi Menu 
Exit Aclion Sphere 


e 4 ^ ^ 

IBTI 

ES 

® 


Advanced #2 Controller Layout 

Coftoln keypresses will net function wilfi spedirr aplions. Those am 


lisled in iArli'c 

Ship Controls 

Ship Movotnerit (SSeering} d 0 ^ 

Throtllfl Up (5D 

Throtlle Dowr m] 

Max TlirDittle ED + [ID 

Mir Hiroltle ElD + [MI 

Alterliirner ® 

Roll Left/Riigltt d P 

Cycle Comero Views Cut -1- EH 

Aulepilol 


Combat 

Fire Gars 
fire Missile 
Nex[ Torget 
Soiorl largeiirg 
Drop Decoy 
Malch Sfieed 
JVexJ [JiTfr 
HexI hfiss^ 


( 0 ) 

@ 

@ 




Elf® 






Rear Tirrel [u] + 

Ejccl ED + DU f [ID + Ml + -1- 

doak Ship Itoggle] tni + (^ + ed + Ml 

COMMS 

Taurl Enerry “ t @ 

Break end Alfodt + @ 

C[jj7NmrfflfD% mth l5ujfA Cwnm OH: 

Cyde Comm Opiion EH 

Select Comm Option M 

(mmmkg 1 # OwVA Seletf Comm Off: 

Viemcr^n (toggle/selectorl P d ^ ^ 

Options 

New Gfltre hold 4 ^fZia far 2 serards 

Adiar Sphero/Pause ■.?r*T 

Opilons Meriu [from Aclhra Sphere) ® 

Action Sphere Controls 

Relate Map 
Zoom In 
Zoom Oat 
Cycle NexI Targel 
Options Menu 
Exit Adien Sphere 







WiNG ComANDER J CONTROlUH UYOUT 

(jelDir keypresses will m\ fnitclicn wtih specifk opliwis. Those {Ere 


G&ld in ii<ik 

Ship Controls 

SliipMAvemenl [SleBrinj|] 
Ttifottle Up 
ntroHie Uawn 
Htex: Throitle 
*Un Thratlle 
AfTefburnar 
Rdl Lah / Right 
Cyrie Cantero Views 
Autepibl 

Combat 

Fire bmi 
Fire Mbale 
Nexl Tar^e) 

Smorl Targeting 
Orel] Oerey 
Mejdi Speed 
Cm 

tiex! Afasite 


|> <3 ^ V- 

@ 

@ 

HD + EkH + @ 

IlD + E + 0 

HO 4 

Sa /ESD 
m]+.Si 

HD 4 4 HO 4 SHU 

© 

@ 

Iil! 4 @ 

.?T.+@ 

1134 E 3 

@ + @ 

Eit 4 @ 

EH+g) 


keer Turret 
Ejea 

Cbk Ship [logglel 

COMMS 

Ttiiri feiemy 

Breok end Anod 


luJ 4 .Sii 

4 iia 4 laD 4 lE^ 4 4 

ini 4 iff?] 

.!frr 4 © 

.S?T + ® 


(mmsMoting yaih Qakk Seied Cotm OH: 


Cytle Coinm 0 |i 1 i[hi imi 

SeJed Cmrin Option ED 

fefliirN/jtiroT/fljf nvith Outde 5e/ecf fomm Off; 

Viewsireen [Joggle/salittefJ ED 4 !> ^ ^ 


Options 

Hew Game kold “■ + for ? seiondi 

Atlion ^erc/PiDuse 

Options Mem (IriMn Adb Sphere I ® 

Action Sphere Controls 

Roiote Mop ^ ^ 

loam In ED 

Zdimi] Out :IE 3 

Cycle Next Tiargel ED 4 0 

DpHom Menu 0 

Exit AditH] Sphere 


Analog Joystick Controller Layout 

CertQEi keypresses will not function with sfrecifir epiicins. Tlrase are Ibid 


in ifdjt. 

Ship Controls 

Sh^ UeveinenI [Steering] 
HuDltle Up 
Throttle Down 
Max Throille 
Min Tirotik 
AfterburiKr 
Roll Lefi 
Roll Right 

Cyde Ccmera Views 
Aotopilot 

Combat 

Pre Guns 
Pre Missile 
HexI Torget 
SnKirt lorgelirg 
Drefi' Decoy 
Molch Speed 
WwJ Cirff 


Righi Stick 

LcftSlkkforwud/lIp 
LettS!kkid(/D™n 
IID4 H] 

En 4 1 ^ 

© 

Left Slick Left 
Lefi Slick Right 
[n] 4 [T^+E] 4 lfi£l 

@ 

@ 

@ 

m 

TTal 

HD 

[m] 


Roar lurref E] + 

tjctl DU 4 ED 4 Em 4 IMt 4 4,! 

dank Sidp i loggia] 4 @ 

COMMS 

Tourl fnetny f". f (§[i 

Break erwIAttflck “ +© 

fooNmNtJrotJrifl m!h W’Sulacf (mu OH: 

Cycle Camin Option Ri(|lif Stick floi Up/Down 

Seled (emm Option Itiglij Stick Not Right 

raiTtrmmjcotJi?^ wiM MtSuAir/ foiriri} ^ff; 

Viewsaeep (taggle/seletJar) Righj Slick Nat 


Options 

New Gonw tielil .TTT. + Tr. fai Z seconds 

Artie-n Sphcf e/Pause 

(hMiain Menu [ horn Adnn S|ifNie) 0 


AaiON Sphere Controls 


Rolete Mflfl 
Zoom tn 
Zoom Out 
Cycle tieit Torgai 
OpiicHifS Menii 
Exit Action Sphere 


Right Sikk 
Left Stick Dawn 
Left Stkk Up 
® 








ACTION CONTROLLER LAYOUT 


The keypresses listed in italics 

Combat 


Comms 

may not function if you've 

RreGuns 

© 

Taunt Riemy @ 

customized your options. 

Fire Missile 

® 

Break ond Attack 

Ship Controls ■ 

Next Target 

@ 

(Qmmvnicstifjg vfith Qukk Sekd 

Smart Torgetlng 

iia@ 

(omm OM: 

Ship Movement (Sleering) @ 

Drop Decoy 

@ 

Cyde Comm Option EH 

Throttle Up EH 

Mofch Speed 

ED @ 

Select Comm Option ^ 

Throttle Down HI 

HexfGun 

ra® 

(ommu!mHn§ mth Qmk Selea 

Max Throttle [ni EIl 

HextMmik 

[EE @ 

fomm OFF: 


Min Throttle 

Aflerburner ^ ^ 

Roll Left/Right ^ @ 

Cyde Comertt Views Em mu 

Autopilot 

For odcfltbnal 
{ontrolEer 
configurations, 
see pp* 26-29< 


Rear Turret eUsISt 

^ect [m im ESI 

CImk Ship itoggleJEXU lill TED EEH 

Options 

New Gcoie hald 

Action Sphere/Pause 

Options Menu (Action Sphere] @ 


Vievfiffeen (Toggle/Sdedcr) ^ 

Action Sphere Controls 

Ruinte Map @ 

Zoom tn m] 

Zoom Out HI 

Cycle Next Target @ 

Options Menu ® 

Exit Action Sphere stJiht 
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PlayStation 


TIMIS PI^ISIDDIMI'X 


You have entered 

C^.NPEJ) RPADYNtT 




neui DFFiCBr’s 
HandbDDh 


SLUS-tl057O-3 

mms 




WARNING: BEFORE USING YOUR PlayStation ^ GAME CONSOLE: 

A very small percerloge of individuals may experience epileptic seizures when exposed to lertoin lighi |kiI tems or 
fleshing lighls. Exposure lo ccrloin patlerns or backgrounds an n teJevi^on screen or while ploying video games, 
including gomes played on the PloySlotion gome console, moy induce an epileptic seizure in ibese individuok 
Cerioin conditions tnay induce previously undetected epileplir symptoms everi in persons wlio hove no hislory of 
prior seizures or epilepsy. If you, or anyone in your family lias an epileptic condition, consdl with yoiit physician 
prior to playing. If you experence ony of ihe following symptoms while playing a video gome — diriiness, 
altered vision, eye or muscle Iwilches, loss of aworeness, discrienialion, any involunlnry msvcmonl, or 
convulsions — IMMEDIATELY disconlit^ue use and consull your physician before resuming play. 

WARNING TO OWNERS OF PROJEGION TELEVISIONS: 

Do net connect your PloyStotbn game console Id o projeclior TV without first consulting the user manual for your 
projection TV, unless it is of the LCD type. Olherwise, it may permanently damage your TV scioon, Kefcr lo your 
projection TV instruction mocual for more detoik 

HANDLING YOLtR PlayStation'^ DISC: 

* This compod disc is iniended for use only with the PloyStation '^gome console. 

* Do not bend It, crush it or submerge if in liquids. 

* Do not leove it in direct sunlighi or near o radiator or other source of heof. 

* Be sure to take an occasionol resl breok during extended piny. 

* Keep this compact disc clean. Always hold the disc by I he edges and keep il in [Is pratoclivc case wlien not 
in use. Cleon the disc with o lint-free, soft, dry cloth, wiping in slroight lines from ce ifer to ouler edge. 
Never use solvents or abrosive cleaners. 

This product hos been rated by the Entertoinment Software Rating Board. For more in formal ion oboul the ESRB 
rating, or to comment oboul the approprioteness of the rating, pfeose contad the ESRB ut 1 BOO 7/1-3772. 
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Starting Play 

Set up your PlaySlution game console according to the instructiotis in its Instruction Manual Make 
sure the power is ofF before inserting or rennovlng o compact disc. Insert Wing CommanfleF /P '^'Disc 1 
and dose the Disc Cover, Insert game controllers and turn on the PlayStation game console. Follow 
on screen instructions to sJort o gome. 
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Controller Diagram 
















































































Between Missions 


Starting the Game 

Put the CD in the PloyStation gome console and close ihe Disc Cover. 

You get lo make choices during the introductory scenes |For inslonce^ ^Help him ouC^rStraighten him out'l 
Choose the response you wont by using ^ and to higHighl it, and pressing ® lo s^locl it. 

If you want to bypass the intro, press sITrt. You'll still hove to make the chokes, bul it takes o lot less time. 

To change the controller setup or other spaceDight options, open the Option screen [hfru then during 
spaceflight) and use the direrticmal buttons to cyde ihFougli the hotspots on the screen. 

® selects the current acHort option you have highlighted. 

Saving, Loading and Restarting 

Select Main Terminal (see p. 7). 

Soving Games. There are only a couple of things to remember obiiut saving. 

You con only save from a carrier. Highlight the sove icon ond seleci by pressing ®. Your 
save gome is then assigned a nome based on the scene in which yoi ore saving. 

There are 14 game slots on a typical memory card. You con overwrite filled slots it you wont to. 

Loading Saved Games. AI you hove to do is click load Game" then use ^ and to 
highirgft the gome you want. 

Restarting. Press to pause the gome, then press to quit. 

(Or press and hold ond For 2 seconds to send you lo the i]riginal start screen.) 





On Board the IfxwGTON 

The part of the gome between missions is driven by "hotspots'' - places on the screen that moke somolhing hopper 
when you activate them. Talking to people, moving from room to room, using ship computers ond so on, can al 
be done by octivoting hotspots. Whenever you highlight a hotspot, text at the hotlom of the screen tells you what 
that hotspot does. 

Cycle through hotspots. 

® Activate the hotspot video flick. 

Talking to Charagers 

There are lots of people in thh gome that you ought to tolk to. Some are friends, some would happily spit in your 
eye. Sometimes the ctnversations ore important to h plot, sometimes they are just to get to know your comrades 

You'll notice that no^ and then the video will pause, and two choices will appear an the top and boltom of th« 
screen. This is your cpportunity to chonge the plot around - youll get the chance to choose one mission over 
another, pick one person's side over another or ever affect the end of the game! 

Select your choice ond press ® lo octivote it. 






Gameflow Map 


@ Call up the mop, 

Getling around b easy. With the Gameflow 
Map, you can go straight to any avail able 
room by clicking on It. Even better, the irmp 
lets you know where the "tolkotive"' people 
are located. You've go! to talk to people to 
move the plot along. 

A red dot moans you kve to talk lo the 
person before you can go to the mission 
briefing. In other words, you can't fly until 
you get rid of all the red dots. 


I 

I 

I 

I 



A blue dot means if you don't talk lo the person, ifs okay. You probably ought to, just to know what's going on, 
but if you don't, that blue dot will eventuolly go oway. 


Flight Control 

Flight Control is an important port af a carrier if only becouse this is where you1l find the Main Terminal (p. 7). 
You con get ta the Plight Deck, Briefing Room and Officers' Lounge from here, os well. 


Main Terminal 

when you goto the Main Terminal, you'll see a close-up of a computer screen with different icons on il. When you 
highlight an icon you'll see text telling you whot that option does. 

@ Select an option. 

STAHT Leave the Main Terminal. 



















Dufy Roster 



rtien pre5S ® fo storl it up. 


This is where you \mi ond save games; use the directionol buttons to highlight 
the options. The double qitows scroll up or down one page ut a time. 

Delete Game, Use ^ oid ^ to cycle through the saved gomes. FVess ® to 
delete o gonoo. Vou will be asked to confirm your action. 

Load Game. Use ^ and to highlight the game you wont to lump into, ond 


Save Gome, Highlight an empty slot and press ® to select it You can save up to 1 d grimes, and overwrilE old 
ones that you don't wont anymore. It's o good idea to sove often, so that you can make different choices without 
having to start the game over. 

KHIboard 

There's no real ''score keeping'' in Wing CommgnkrIV, but the killboord ccnnes close. It shows ihe number of kills 
for each pilot. When you starl, your name will be lost on the list, but as you complete missions and destroy enemy 
pilots, your number in the "Kills" column will get bigger When you kill on oce, it'll gel mentioned in the "Ace" 
column. 


You con see some informotion on the pilots here, loo: OK, inovailable, deceased, AWOL o' sick. 



Sfrf/j Configuration 

You con only select th^ option after you've gone to the mission briefing. 



Before each mission you need to decide whether you want to accept the default ship and missile ioodout, or if you 
want to change U around. If you want to see what the default is, go to the Main Terminal and select the Ship 
Configuwtm button. 

Some ships have more missile hardpolnts (places where missiles are oltoched) thor others. Some ships come with 
certain kinds of missileSj and you can't choose anything different 


and < 
^ and ^ 



Switch between the Ship and Missile windows. 

Choose tb ship you wont. 

Toggle between the picture ond stats of your ship and missiles. 
Cycle through the weapons available. 

Exit the screen. 








Wing Configuration 

Before you get info the cockpit, you'll neeci to select o good pilot to fly oi your wingiron. 



Use l> Old < to cyke tlirough your wingman [hoites. If you coi take inore than one Kingman, press then 
use ^ and ^ to cyke through your second mngmon roster ^ returns you to the primory wingmon options. 


@ Select the wingman you want 

@ Exit the screen. 

Controlkr Opfions/Joystkk Calibration 

Tokes you directly 1o the Coniroller Configuration menu. There is more than one orrongement of controller 
commends; you should choose the one thot makes the most sense to you. This is olso where you colibrole your 
Anolog joystick, if you have one. See Buttle Book, pages 26-29 and bock rover. 



Control Parameters 

Takes you to the Spocefitght Options screen. This is where you con do things like moke the gome border or easier, 
louder or quieter. See Buftk Book, poges 1-2. 



Officers^ Lounge 

The heart of the Lexington is the Officers' Lounge. Here is where most of the other pilots go to relax for o while. 
Informolion is traded, bets ore mode ond friendships are forged in the brief quiet times between combat missions. 
You get to Eisen's cabin from here. 


MissioN Briefing Room 

Right before eoch mission, you hove to attend a briefing. This is when you get information about where you are 
supposed lo go, and what you need to gel done. Since you're o commander, sometimes you'll need to make 
decisions concerning the nature of the mission. After that you'll brief your squodron ond pick o wingmon. See 

Wing Configuration, p. 10. 








Tips 

• Long range, moving targets are very hord to hit with missiles. About 500 klitks on 
the distance meter is close enough to fry 'em. 

• Decoys are great to distract incoming missiles, but keep in mind that one might not 
be enough. 

• Leech missiles and leech guns are great for slowing down faster ships. 

• Remember to kill off leeched fighters before leoving a nav point (unless you ore 
told not to in the briefing), 

• Loncentrale your attention on one fighter at a time. Switching from target 
to target allows shields to recharge ond gives you two wounded enemies, 
rather than one dead one. 

• When you must destroy capital ships, Dumbfire missiles and torpedoes work 
extremely welL 

• ff you're on a torpedo run, it's not o good idea to go stroight in. Try to "corkscrew" 
in by rolling and banking slightly in order to dodge the turret fire and enemy craft 
that will probably be on your tail 


Getting too close to enemy bases ond capital ships con he lethoL Their shields ore 
supercharged and sometimes extend out in a large radius - and they're mc/cir 
stronger thou your ship. 

Don't expect your wingmen to take up your slock. You and you alone ore 
responsible far mission success or foilure. 

Ships with rear turrets are dangerous when tailed. If you're getting shredded by 
them, try attacking from the sides and not from the front or bock. 

If you're having trouble shooting down your enemies, there's always the brute force 
method for stronger ships (Longbow or Avenger), Ram them. That's right, if you have 
0 heavy ship, work on your target's shields with your guns and when they're low - 
fly your fighter right into them. Oon1 use this technique if you're in o lighter ship. 

If you are somehow left behind by your command ship, you con always eject, 8e 
careful - your enemies won't give you u warm welcome if they find you. 

The purpose of taunting Is to goad your enemy into flying more recklessly. W doesn't 
always work, however. 






Hellcat V 


100/80 


Armor 


Rotirg 


Aft.Velocity 


Mqx 


1200 


Velocity 


Max 


420 


Medium 

Fighter 


Shields 


Weapons 


Partite 


Missies 


slot hordpoints 


Two 


(Medium) 


Missile Decoys 




Longbow 


TORPEDO 

Bomber 


Armor Rating 300 

Mox. Aft. Velocity 700 
Mox. Velocity 320 

Shields 500 


Weapons 

Ion (2) 

Plosmo (2) 

Porticie gun reor (turret) 

Missiles: 

Four 4'slot hurdpoints 
(medium) 

Four 1-slot hordpoints (heavy) 
Missile Decoys 24 
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CeniMn' rmitiliillrtM ... .Frumlc Diair, Slelnn Kob, Jarfl MoiJinanii 

Gerjran OpmmrrJflfMJi ..Aap (tiimliiirgcf 

F^enriBn .... ..Jdrg BesjnKinn;, KnI lebml, 

SlapFioii. Lbs.Pnmat] Iramy 

GarmiMi fluWsinjkr^.. ifS GinfcH, Munih 

fretKA rriOnsfelraffls . —, .fofs Barf, DominiquE PrHntinyTQF'knKmi 

FtbiwA JJotUfflejiYDf«M... .kobcle Iko 

fjEtrfA .jEotr-leE Chofcfk, Ijemud Hohann 

Dirlor Juiiuroir, Denial failloFiii 
Fmd) MItm ...Slndb liiKib, Putis 

GAME MATERfALS 

Mnj ...Tuesday Frait, Kevin SEhlipper, MnlissnTylnr 

fitintf.Willnm R. FArstdiBn, leu Ohldflder 

......Iiiey Flemnnn 

Poifef Aft .... ... ,,. .Sntii IfEores 

Pratoto Afgipfifflt .... .JanniFti' Diwis 

A^v&tHifi§ ......AlCornIny 

JTocwnenlWpif ieyptrr .CniheitiE Can^liBE^ Al Caridey, litn Nodnd 

......[>avid Lodyiticni 

TAe PefiEbjE-Yjicr fife.... Aniliaity L SmtimErs, J, ARhi BrnEhr 

TodiWarlihaiJs, Chrtiiopltef D. Errotl 


fllM FRODUaiON 


bfeiulivt ftWwer/fiirflriflf, ., 

.-Chris MerlJ 

Pf«kw... 


diSEiTfflfie J^odtrcEf . 

.Jdflm Pflshita 

Cp-flriKiWef., 


Sfxnotrpfciy...... 


Tfiw ProjA^er ,,, . 


fflsrkr . 


AssnYotrJ Caskj ifirerJpr. 


AssfiJrmr.. 


]jf AsjisrcNi/ tefpv..., 

..... .HBiry Jarvis 

PndAjiiisfiwfiJffefliJf . 


^WAssi^imrflAertDr ..,,.. 

....JnliD BrgJtisii 

froditfffin fflPYdiiffJlPT'. 

...lames A. Capf 

Assffllnwf Ttafttit? fpwdiiiJ^r.., 

.Ray Cobo 

5ei ErnrkllraD AssistaaEs... 

..Waidy Pahmf, Andrea Nehie 

PrarkJbfl Assftfpff.Cr. 

.Stimjrv Olanion, Cory Sime, Orbti WfalltEr 

AssistaJiY to Air talifl.... 


AiSi'stonY to Air. PoAeris_,,. 

.... .larri[»glo»i Smiiti 

Mrw^ Wm#i 5toiy-b. 


CTirKitor oF Pk tognsyby.. 

.. - - - .Frit GflJdsleiis 

Fs/ CaiMfl AssfiM.... 

.loni Ryan 

?ito'Conffffl Asfis^awl . 

............Iptiy Hogy 

AiAJiJlW 7t«f (m&c Aiikiaitt .., 


luiwfer .. 


fo/k/GoWfareitjffli. 


fer foy/fJtB/Ikrfbi rptyriarr 

..Corey libi) 

ffesf S&jf Cfip/2j}d CbiTpany Gr^. 


Key Cfip/hi Grgi. 










































































































Film FrndiKim (wnt} 

My&iip/Oofi Unp...^^llae{ Flniwgam 

Gfifu .liz EoUfn, FAni; Poknslii liolKri Mi Kevin IbII 

Aj^enfkiCtip . .. ..Irik\Volfiiril 

ri:^'riDfi!i...Uiid Uribe, AiHlionir (AJimon. 

Andrew Gkiver, Ngnli Nyiremki, Doughs Blogg, Jntin Me^^rn, 


ItiDiiHi Beovis, DmubWiyidtE, ftin [kofig, Erit linsner 

DilfmKrfJig O^oflfi^r .8nb KertSE 

Iktif Opmm^ .. .(ireg Hn^es 

Sritf fhitgfojikK ...Joel ^ossntin 

ifliiwfMiitflr. WfllFMortiri 

Skrar? &ptim ...Bill Brtirlilf 

Jtr^JypnrvAsr..... .Kciifi lewR 

SForirkif^ArAfsfs. .. Mnrt B(wd, Aim Hill 

frakiy'DrtffKperj... .Cheiit Baker, (Iris Soughs 

Cemfwrflr GmijrAiifi 4rf HifctSof ... .Jdlref "‘IC CcittilH 

4rf OejjfflfJlrrjaif Crwfcfi'niaiiy. ..Ann {^i^^peglar 

Set Oesi§m^ ... .(hrb Gonik, Jrsne^ D'Dcnne^ Sryan Irene 

AlorAi^ ffyilifEr.... .Robin SEhnEkler 

flefflfD^flr ... .Cnnii Pffmn 

EffitDtifflfl. . .. .Sitliid D. Wright 

jet fljEJser.Jnfin James Oeon, Ato 3kirpk|grr 

(Jrr-feF Oreim .... ...Tom Wnismen 

CosFdiiw iJjsper. .Knren Uam 

fpsVjiiwf. Rfislen Siots 

WofhhekjietYm .. -turpi Quiniz 

Seffps^inuBf ..Jeellerliii 

fosJuraer.Dom ImIi, Anilo Brem, fcimn^Surbcf 

ffliJijfljfi Jnteti].. .k^o Fkrei, Slnci Rie^enbeck, Ppjlelte Lie 

JfpjrM.. .Imifl Sharpe 


AffistiwrNiifr. 

..Glona Ponce 

WorrSiyilfft.. 


Hey AftiRefiyi. .. 

.BB Mypr 

. 


KIIRAJHI CRUmSC TMM 

Mshlf ... 

... .{hris Bet^hneider 

5udTefiEinffrtM.^F.. 

...ielf Farley 

Sirt kfArw™ . 


floppoJnar .. 

.Gurl McGrew 

flijgiireJEErAsmiiiinl ... 

..HIkf Noiwnnn 

A’lfriniAi FVeiilhefifi ..-. 

.OtKcure ArtlFols, Iik 

flroper^AlfljIlef.. 

..Mofk Andersen 

AssrsWniy fto,[Mfry. . . 

.. .Lon A. Hoyts 

SjpHJp/ffiys. 

_ .. .Saiirlo All JL krhnobgy 

sfrsi srutfTS 

Stwjr fpordwatar. 

..Rocky Copellfl 

OirTiJrijrJiarr CeofliUnefov 

.. Mikn Ooik 

A^uiJlenrCjitihinfMfdorrl^^ .. . . 

..Jemry Aynln 

Gerwflf flofBnaprr-- 


fofvjJrrViJtmv fleremeui. ...... 

--Wndo Robmspn 

WfeWbx/fansrrwJfcfl..— 

.Mkfioel J. Cohen 

Sfemdiry... 

...,SJeve Degraedl 

flrap Ataifif... . 

.Magnn Flaherty 

firzpeiikJj/flrayi MaRerj.. ..... 

. .Ptuil [ fcxiliHtrs. lAtiilin DueiCdn, 


Gprrkin L Holmei II, lykr Ihipiiv, Ku^* Uok H Ekseninii, 
Seon k Duggnit, DbvIiI Nwin, Simon Ik;^, Srnll Miler, 
Rpbed A.FAosini, Oavirl Whcckr, Timnthv Wodsh. Mnilin Dunrnn, 
hrtinlh^ Griesn, FrtiiA ftibize, im'i Wheder, 
Rinrl Roeh, Dairiil Cnir|ilK!ll, Grogary Camphtl 
11 iDiniE WngiK, Rex GtssaM, Raniia MuiitypiiWY 


[mJ itfiiiif/ /fepii/ faiDler ....Ihivii liol)i»nn 

JiPiwAirti^. .Chit Kelly, fuut Mnnrlinske, (ue 

WeetT Deemtof. .........(Iirts Kelly 

Ostmtm . . . .StttMDojopilljpi 

J^Jers / ffefer0tai3 ...Brluit Lymk, PWei Gewjn, 

FrnrA Dliveri, (kry Mori, Gnllleriuu Mo, 
Mick RildirEon^ hinrliii OuHi, Jnlmp (mrlkis 

lo^rsTT....—... .Cemr Ayab, Rick Fine, liNiii Raire. 

Iknlel R. Furktr. JrEnn Greenncd, Ikvjil RUrlioi^ 
Demis Wirier, Ruber DeIgtiiJu, April Ikiicai 

2 ND UNIT 


^ HffiS Hwiit&i. .Jark Day, Adam F-pslikn 

fffliisivfiiiffJ... .Jill RiKenllwl 

...DaiiDuvimey 

.. . , .(buck Flrtliinn 

/ft ....Dnvlil Wnlmifl 

. kiiminrlpni 

... .Louis IRlIlm 

JfldAiMfciwrOrrecfoj.Broil Beyihiim 

. krlllh Sewndwt 

ler PradifriJopAjMJtmU ....Curfc Wyw, {orril fiioriiiii 

ferffer.........Reginnld t Luke 

Seii Soyiki^ .. . ...Sbominii Fidlnii 

....Van Julirfioii 

kyCfip . Irt Rolf 

.. .. .Davp Bodoii 

.^.Walk tomts, Jim Nlauwonlwls 

icJintd .......^ -,... -Wnlf Soebpg 

fiedin ..CirlsIhiD Hersbey. Suzanne Kurkel, Jaslin RfdiFiel 

fnoftiisvs'ite. .Julolk; 

Sofuii^Srs^es prcvjrfedAy .... .Ren Mar Sandies, Helyweeck (abFania, USA 


BliSmSSOfFKi 

i‘fed\!(fmkms\ia\i ..Lourla Woken 

ibsisto/if /"raiktimvIcimMitanf . . .lulia In Ptnih 

fiosmea/iejiifAfe.(nd tonlof. Lute Abel 

FQ^I-FRODUam 

FkJ-EVoikcfMarttjinefyor.......... .Plij Gessal 

1/(W fffierts S^efffiW....Stow Mnere 

lAW fflfirfj fflonAmiffflr ... .kfFwy ''If' (bttilB 

flosJ-ftoelwfBiii fiMirifitofflj-.... ,. .Ikvld Dewning 

FOSr-PRODUenON — PKTURE 

Avi'dfditar ..PJiilCessprt 

toriJni^ fliiW.Joy FAdievra 

J^jsi’ftiaAiNJAM AsjfiJnrjt.........Jim Capp 

I'icAju flfKesjiit^ ..£A Wndia Lob 

klcibff frnreHirtp J %ttipn'... .Jaii iky 

k!ii/ee kyjjim . tfMhdMor^h 

JJjpiM rcwijxusiltop end (k Jimt....WElem Imoges, Irr 

iMtifOf .... ..Todd Uido 

fcrAnniflJ iWrertW. .lerry Ciistio 

R^kJne Ga/er^J_____Jirr Borreit, Gary tooFos 

J?' t flnA'nff fr^rterr...... .Greg Gilmore, Modi Sorensai 

CcMUltoflli'frgi Ar/iir. .Grin Green 

ArJisM ..Doniele riocnrelli, At Lpverilliid 

VtualBtdi ...... iosi la^ Iih 

flair (^'r fruckcer..IpsJia Sorrenalna 

Kffiw/ Bflfpffi (iinpslitoir ....Knbliy Vignafn 

Jflferew foifarjif.. Aiike Eovei 

fiifpciiMiMiskirf ..-.... -Mnrin Borrprn 

B‘l (Wmo ftliitey. ... .Deb B:lue 























































































































Post ProidifrfiDfT — Pwlirre ffan/Jj 

D-fdiSKTMlt. 

..Ko Maruyamci, Harris 

^fa;alibfillo(^ljneff .... 

.AVIDlB£ht»logy.HXTS001fD 

fiifal Jo rptB rnoiK^erS fay. 

...Ddcuelrden 

pQsmo0ucmN‘-SQom 

{iWHivLiem 

kmdDifetM ... . . 

.... ..WerfeGalway 

. 

.Slrelrli WilliBms 

Sgiirad Mktr. 

..Sutekh WilliDifls 

dditfrwiniilSgmMilifliff .. 

..Sandy B«l(, Jman Cobb 

Offflcyiffi . 

.Sstidy Ewi!, Jajpti Cobb 

fkffwitr Jrii Sew Alpfflp 

Otrarinrflf fibAurfe ilRisf J^orkftfiiT. 

..Murrsy Allen 

DDfafintigiAfrjtefi.. 

.. .Tony Berkeley, Ken Felron 

Drafcgi/p ..... 

.Tony BErlceley Ken FElton 

^afeyMUmij. 

.Tony Berkeley, Kert Felron 

Mm fifa'Jffnff. 

.Tony Berkeley, Ken FelFon 

Sirpfiriasmj Saewrf fto .,,.. 

..Tony Berkeley 

Snrmif Ifej MilDrs .. 

..Rlefi fdlet^ Wert Fcrly 

[lflsi|fflarj... 

, .Tally ierkeley, Wart fdrly, Kan Falton 

Sperraf JtiWf l^ncir/ fffecl^. 

..Torn Seufert 

fofey & AM Serviffi pvoyJtk) hy.... 

...Pdsi Stwnd Cofp. 

A3f(lim . 

... .Jalm Reiner C.A.S. 

fafeyAlrie/. 

.Ikhard Duode 

ftjfeyMfj. 

.Margfe O'Malley, Marnie Moore 

fip/gy fiRfev. 

.... .Dove Nebin 


(AST 

{jDi.ihfi^of^irBhif . 

.Mork MntnlB 

.... 

......... jMflluin MtDnwel 

jMof. .Moms' ftjfenilnT" Ibji^ . 

..Jalui RbyS'Darits 

Cppf. Hfcr&etr. 

.Jason lernoid 

jMff/. yrf'iMomK'fafsffiEiffA'. 

.Tom Wilsflfl 

Spfifb . 

.. -Roberl Rusltf 

2(idn.Jf&y 'Ccrfstnrtdl'Cflrffic. 

.. .Mark DetiBOffi 

frflA Ifefam? Sflfl?... 

.Hally Gognier 

lA WSnsfdw Cfiimg . 

.Fianmii thny 

Coi. hid 'ffewi'‘dionfey. . 


fflf. SmiBva ''flwiflljaf'fiufiHiwiib .. 

.. .EliiohEih Bomnes 

ii. Cd^. Giffisfa Mhif .... 

.. Jeretiry fidberts 

CAre/Teffryerffc'Syta. 

.BikliarJllrtble 

l/l^^Ap^flf^tol!^lMw^f. 

..Poler Jason 

Cpploffl Wjjffa ftwifeet?..... 

..Jnhn Spspicer 

Drew tofffa. 

... .Williunis ToymoiB 

flr firar^. 

.JessienTud 

l/oAieefAlefeA. 

.ftnrry Dennen 

lifews diwfagr. 

.Barbara Hryen 

fnn/ed'ifeiftfajrf/J' . 

.tkhoid Gmon 

foi?fas£f]feiMiff^..... 

...Chfii £awod 

fDr?/e<fJfeiMirr#J... 

.. .Casper Van Dlen 

Cmfed Xeikhhl M . 

....Scienne Irdin 

Tafowior? fetmfe Coniffl Gfc . 

.Kirsten Moore 

Tfl/iwiiio ... 

...Joel Polls 

re/iMnim ftjctlQr . 

.Jnirlnel (oionnogh 

fufllem leriifirtcfer'. 

.Ikyb Brune 

frmJleefl Ifel. 

.Perer Marqundl 


CuNeeirAfrm . 


S.KS. ... 

...../ill«i OdlUer 

flgrdty Wfgrirff/^iW.^f. 

.Mourkin Wmidojo 

S.HIS. ... 


flonfe^HferWsNpf./?.. 


(myf‘h .. 


SarcfefMMiri^J. 

..Vfpb (iouyins 

lArgDfarmJJbiriile .. 

...Pnlerloi 

Kesg'viisfarpimfliifflj. 


Cpiwflnseljiiajd^I. 

. Tim tteiidirh 

Ifei/viiis OmMi. iDlffiter..... 


Con? flpsp ffmdH ... 


F,ffljHprr ftfeif . 


fom fiose Gufflfd^J.... 


. .. 


Fofnyfi IbuMs .. 


... 


ffliiwy (rmra. tlffifer.. 


Sfflotar .^3 . 


ftrcifc .... 


Serrafiif/d.... ,, 


MW .. 

.(Jiris Rergsthnpidb 

SA^nfeHilW. 


CwHiri'f fcip#I . 


Coflfec/Monw.... 


Cm (ip ^2 . . 


Sflrrfer WbfJkfc If. .. 


Cflfflvir Cap i2 . 

fMikw- rrvMnlln 

SAieifisiiiir JFiffll?ir Cnjfllraf. 

..liiildCwtil 

Gmiflrk (op ^4 ........ 


fafetaisjuji™ .. 


Slppiafaig Hfemw] ..... 

.Kirrien Moiynh 

Gfcfc ll' fotTwr. SjretraCif. 

AoKiin Irnintii 
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ORIGIN WKionls In Ihe ofigiiKil piircbii«i ol |li|^ tiinunjtnr mlFwiire prodiirl tliul llii 

»rscoiding eredium on wfaicb the SufNvo piogrnms 

nre rntorded will be fcoe from 

defetli in tonierlgl and wMltirmiKfaip Inr ?l) rbiyi Iroin ilii ibin nl (iiirElnnt 




If lfi& retordinq (ndium K fauKd dafncllMn unlliiii 9D diiyi a| iHigliinl piiichNnii, DHlGlN ngroai \a repl(H«, Fr$e gf thprigg, ary ^uth proikcl upon rcceipr cA ins fiHlory 
Sgrvkg (*n[-gr gfik pfodwl, jiailujn pulil, wilJi (irouf o\ diMii ef injidiinvn flm nwnrwily iilinilcd lo rhe rECMding riiGiIiunitniiilaifiinj dig wlhiwg progFum originally 
grovidsd fay ORIGIN. Thri itniriiJy hHhII nnl lia ajifilkialila miir vNiill lio nohl l! Ihg dt^g^l Ihi$ misen ifargugh abu 5 e, mhtr«lmcn1 nr iwgiHl. Any impligil wnrranligs 
rpplittlilg 1o lUs prudiHl cm liniilDEl lo Ibn iloy iiuriDil dnhcribml afanve H fclluie ol iIm softinirB pmduci, in iIh judpgiil gf ORIGIN, re 5 clF«[l Ficm Krideni, dIiu», 
mfilrMlinenl or it^lgci, gr if ffag usmrding irniliuni iliould fell ahur llii.Mii i||iiHil ?D dnir iwrmrly period Ike EKpire^ y®u may mlcrn iIm soflKWir&jjrogrmi lo ORIGIN, 
□F File oddre^i^ nnlid faalgvr, willi o rliecit im rnoiniy oiifti loi SVIH (U S. mriHiry-l, vii^li hHluilo!, pgsicqg or^ fagudling, nod ORIGIN will unail n mplarcmnnl Fo yoj. 
lo rgcMTO 0 rgptngmgni, you should airlosn rlie dofnellvg irndiuiii flniliidiiig llit nioirtid piodufi bfaelf iii praletlivn porkngln^ ormtiifKinied fay; (1) o S5.00 dienk 
t'2} 0 brief ilnlemerir describing ihg dglnci and yoi#r lelurn eddto!,^. GnrnJu and ItKolgii (Ndgri Non; Only U.S. marvy o^ers ore occepred. 

^Hipl os sgF forih obnve, Ffars wnnonlyis ir Ron of oil otfigr unionllD^, udwllwr ikoI or wrillen, enpreis or rniplied, indudirtg Qnymjiiatil of mertbniahilily or filnes 
for 0 porrkufar ptupow, and tig glfa^ reprKBtilglton of [Iemik of oiity iialme slioll lie binding nn nr ohligoFe OHIGIH. In ito EVEnl will ORIGIN bo linlile for speonl, 
liKidenFcl or consequefih'al dnnHuge resulling from pgiusdofi, inn m ninHunrlino of Ibis proderr, iiHluding doming lo property end Fo IHe bxFinF pEimiFled by low, 
datiMigifis lor pgrsc^gl injury, evnn If ORIGIN bns fa *eh odrisod of lAig fKisdbilily for suth dnnagoi. Some sfates do no1 qIIew limilDiiDiE on how lgtt| gn imiilintf worcBnly 
IeeIs Erd/Er tite exclurion nr tmilCElIgn gf iixjderFol or cnmnqgnniinl dDmEges, sa llio abnTfl Finilurtgri md/of exflusion or lirritoliofi of liobiliry may mol apply lg you. 
Ills wcrranly givg; ygo spedfk bgol rfghb, Heo may havE olbDr figlus lliol vary from slnln 1o slnFe. 






































































































Phone: 

(512) 434-HELP (434-4357) 

Monday throigii Friday, 9 ojn. to 12:45 
p.m. and 2 p.m. to 5 p.m., Central time. 
Hours are subject to change. 


Address: 

ORIGIN Systems 

5918 West Courtyard Drive 

Austin, TX 78730 


FAX: 

(512) 795-8014 

FAXes v/ill be responded to by FAX. 


Online; 

Send e-mail to ORIGIN 
Customer Support at 
sup|}ort@origin.ea.coin 
Visit origin's anonymous 
FTP site at ftp.ea.com or the 
Vlforld Wide Web page ot 
www.origin.ea.com 
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